g i Seriously funny! ( s f > 



W bnre ones tearn tbe BiMe wbik playing, Tliis is tbe g9Bie that brings lot of foil whyeembeddiagGod*s wor4 in their mind and 

An excellent tool for eveiy group and age. Leaders of youtiis group, Sunday School teadiers as well as parents, can use these cards to help the 
children master the books and stories of the Bible and stimulate titem to memorize some most common Bible verses while playins. which in turn till 
their mind to memorize God^s word. Remember that in order for them notto sm against God, God's word must be hidden in their heart.." 
David says hi Fsahns 119:11 ''YourwordihaveMMmlnnisfheart^ihmln^ktnmslnag^tisty^ 

Have d»m play witii these cards just as they would wi^ any regular set of cards, in (»ie of the bellow mdicated g9mes(Ievels). These cards are 
laminated for longer life. Clean only witii a soapy sponge and wipe off. ifowever, at all time use: clean hands and playing sur&ce when using them 
and 8voidbendu)g(N' storing on wet or hot surface. 

Row to phy with these cardsT Jnatfeastthree ways or levels, atone or in group: 

Lqe^LI? Beginners AVftfaoM or more players, each pli^ or team wiU mix the cmt a set ofcanb then swap Each pb^ or team will 
display his set on Aetabfe. By usu% the number cm each card, each team wiU try to put them m order in shortest tuw win the first prize and 
w^m a set time (1,2, 3 nm) to win the second prize. Ato d(ung sot, each team wiU in turn read the names of the books of his set. Every missing <»- 
misplaoed book b a penalty. A penalty at this point automaticany pu^ a teem to tiw next prin down. ( I st become second; second, third...) 
Thmfisre, if a team finishes first bm has mcured one or nK)re penahie^ 

\/Bai2^ Inmpers 

t) Wldi ajar containing the name of each book of die section of the Bible in question ( New or old Testament ) on a piece of 
pi^. Each player will randomly puU one. The one widi die smallest number has the ri^ to start the jumping and the book he or she has picked, is 
the starting point of the jumping. But, d» difference between the two numbers is the number of jumps to make (# of books to name ) and, if diat 
diffience is smaller than the smaller number, the jumping must go backwanl( toward the begining); if it is biger, the jumpmg must go forward ( toward 
dieend). Meaning that the giame can start with any book; it can go toward Vendor the begiim^ However, if diis difference and the smaller 
number are Sesame, all die players learn tf^ verses on the hack the two cankae^^ 
all over 

b) If at any moment the jumping ends up at the begmning or the end of that section of the Bible, the pli^ must go either to 
the first or the last book of that secticm as needed to ccHnpiete the required number of jumps 

£xanqiie : Widi two players, for exan^>le Tom and Jim. After mixing each other's set and swaping them, diey each pick a 
piece of paper out of diat box. Tom picks Acts, which is #S, Tim picks 1 Timodiy, which is #15. Tom has die right to start (5e&;a). The difference 
between die two numbers is 10 or Ephesians. The jumping will start at Ephesians. Since 10 is greater dian 5, the junq)ing will go toward die ''end** 
(Ephesians,Philippians,Cok>ssians and so on, up to Hebrews), making a total often boote^ However, If die starting book was ''James**, dierewould 
be two books missmg to ccHnpiete die jumping. In diat case, after nammg Revelation, die player would have to junq> to Matdiew, Mark. Ifheorshe 
is unable to make diat jump, he, she or diey would have to say die verse on die back of die card that his or her brodier or sister or die odier team 
would pick. If unable to say it, he, she or diem(die team) would have to leani it be6»e starting another game. If die books picked were Acts and 1 
Corittti^ans (5, 7). die difference would be 2, smaller than S, the game would go: Ephesians, Galattans etc. 

i>M»^^ Masters 

fa dnsleveVdiepIi^erswiU Mow aU die steps of level two ("Jko^^ siiblevels. The players will 

choose at whidi sublevel di^ will play : a. b» c or d**. 

a) Eadi player iniio misses a jump wiU name or, if not able, ieam die verse recorded on diat card. 
b> Each player ^ niisses a jump wiU eidier teU a stoiy fiom diat book, say a pr^ 

c) Each player who misses ajump will dobodi "a** and 

Each pliQrer will say a Bible veisefiomeadi book he, or she names. For each book he, or she is unabletosay averse, 
he or she will learn the verse on that card. 

e) Widi only one set of cards, after completing section "a" of level 2, die player widi die smaller number will share die 
cards: 10 cards to each player and place die rest of the set piled on die side. The player with the smaller number wilt drop die first caid . Depending 
on the orientadon of the game ( forward or backward according to the difference in section "a**, the other player will drop a card with eidier a 
biggN' or a smaller number to earn the rig|it to drop the next cards (if (he difference in secticMi "a** is smaller dian the smaller number, the gam will 
go backward and only a card smaller dian the card dropped will earn diat rig^t. If the difference is bigger dian die smaller number, ^ game will go 
forward and only a card widi a bigger number will earn diat right). If he or she beats diat number, he or she will drop die next card. However, if he 
or she can not beat that number, he or she has the choice to eidier drop a card of his or her choice and read out loud die verse on that card he or ^ 
cannot not beat, or pick one card at a time fiom the pile unhH die right card is found. However, to do so, he or she will express his or her choice by 
saying, "brodier or sister so and so, TU *'Cry^; or I'll ''Search^ ( •H^y^ means, he or she will dn^ a card different fixmi what w tobeatdiat 
end, and read die verses on diese two cards; -"Search** means, he or she will pick from die pile untill he or she finds die card needed.) . After one 
pl^rer responds to die last card of die other and still have cards left, at this point, if diere is a pile, die winer will pick one card from the pile and die 
odier player will say die verse. If unable to do so, he or she will Ieam it Ifthere is no pile, the player with cards will read die verses on all die cards 
he or die has left, before startii^ anolhCT game. 

F$. £m&St • Failure to call tlm name of a card when picking it or failure to call anyone paticipating in £te game hrother or svOer, or, 
when t^j^dicable, breaking the sequence by misplacing a book Please, insist on callir^ each other brother or sister. 

Far every pewOty^ The tin9lre(Ji^e)^ih€reb one, im stop Oteganma^ The tfOter team wm pick a card 

tmd die team atfauitwia have to S4^ the verse an thai cant Ifttnabletothsa,hesheardteywlOlettmitbrfweresitBdi^thegam& 

The one and onfy game where every player WINs in every maeh t 

ConsUknng all that we can achieve with this game, we can say only one thing: This fa a Serwwmlv ftmwy ymg, 

MtP^ It bestow God*s blessittg upon your entire church fondly 
DerfgaidndpnptKdbf: Roc E-CeBut, Ian. 2000. ABnpradMlinorcbaageBeedsatpcdalsiitfaoilEitfBiuAfir^^ 

Avails lB]ta8llA,FircBchntfSpuiih; ToordcR Tch<«^96S-iaM Fai:(9t^9684S48 E^tfaBneRMS^nKcoa' 



